Criminal Psychosurgeon 

On Legba, you keep what you kill. And when you don’t kill... well, let’s not be farcical 
Like many products of the Futura Project, the Criminal Psychosurgeon’s ego was seriously warped even 
before it was decanted, and the Watts MacLeod virus twisted it even farther, reducing him to a Chinese 
Room barely capable of subjective experience. One of the few human characteristics he retained was his 
fascination with neurology. Experimenting first on his own forks, he taught himself the basics of neurology 
and psychotherapy. His prowess in psychosurgery, combined with his almost total lack of affect, made 
him uniquely suited to work as an ego trader. As such, he has attained a degree of success with Nine 
Lives, although if this were not the case he would still inflict personality edits and neural pruning on 
whoever he could get his hands on, simply for the enjoyment sculpting minds brings him. 
The Criminal Psychosurgeon is a great addition to any criminal enterprise, or even to a legitimate business’ 
more shady operations. He surrounds himself with his creations, who will carry out his every whim no 
matter the cost, and defend him to the death if necessary. Few parties will have a problem blasting holes 
in someone who takes such joy in torturing and mutilating transhuman egos. 
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Motivation: +Sadism, +Psychosurgery 
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Morph: Menton 

Relevant Skills: Academics: Computer Science 65, Academics: Incapacitating Infoware 60, Academics: 
Neurology 65, Academics: Psychology 70, Deception 65, Fray 50 Free Fall 40, Freerunning 50, Hardware: 
Electronics 35, Intimidation 50, Infosec 70, Interfacing 60, Kinesics 60, Kinetic Weapons 60, Language: 
English 95, Language: Jamaican Patois 50, Medicine: Psychiatry 65, Networking: Argonauts 45, 
Networking: Criminals 60, Perception 55, Profession: Ego Trader 50, Profession: Psychotherapist 60, 
Profession: Mesh Security Ops 70, Psychosurgery 70, Research 60, Unarmed 60 

Reputation: 60 g-rep, 40 r-rep 

Traits: Dominant Strain, Intuitive Cracker Level 2, Mental Disorder: Philosophical Zombie, Mental 
Disorder: Sadist, Morph Fever Resistance, Psi Level 1, Social Stigma: Lost 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Eidetic Memory, Hyper Linguist, Math 
Boost 

Gear: Behavioral Psych Software, Comfurt, Event Reconstruction Software, Fabber, Kinesics Software, 
Maker, Servitor Bot, Simulspace Subscription, Smart Clothing, Standard Vacsuit, Utilitool 

Armor: 9/10 (Armor Clothing, Armor Vest) 

Psi Sleights: Ambience Sense, Instinct, Multitasking, Time Sense, Unconscious Lead 


Jovian Infowar Specialist 
Attention Firewall rimjobs: let the civs go or I burn your stupid asses 

The Jovian Infowar Specialist was rescued from one of Central America’s nameless slums during the Fall, 
leaving behind poverty and violence for the ordered security of the Jovian Republic. Her interdisciplinary 
work in the SCI ranges from Cybersecurity to Data Mining, and her department coordinates closely with 
field operatives to both analyze intelligence and provide overwatch. Despite her lack of mesh inserts the 
Infowar Specialist is a more than competent hacker, though her talents lie just as much in the collation and 
manipulation of information as they do in systems intrusion. 
The Jovian Infowar Specialist can be quite a nuisance to a group of Firewall Sentinels. From tanking their 
rep and credit, to outing them as Firewall agents at the most inappropriate time, anything the PCs do online 
could leave them vulnerable. If killed it’s unlikely she’ll be resleeved, but getting to her will require fighting 
or sneaking through the most secure location in the Solar System. 
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Motivation: +Jovian Republic, -Anarchism, -Hypercapitalism, -Socialism 


Morph: eee 

Relevant Skills: Academics: Computer Science 75, Fray 45, Freefall 45, Freerunning 30, Hardware: 
Electronics 45, Infosec 70, Interest: Video Games 50, Interfacing 60, Investigation 50, Kinetic Weapons 
40, Language: English 50, Language: Mandarin 40, Language: Spanish 85, Networking: Hypercorps 50, 
Networking: Criminals 30, Networking: Jovian Republic 60, Perception 50, Profession: Data Mining 60, 
Profession: Mesh Security Ops 60, Profession: Social Engineering 50, Programming 65, Research 60, 
Unarmed Combat 45 

Rep: 75 c-rep, 20 g-rep 

Traits: Digital Ghost, Genetic Defect: Red/Green Colorblind, Information Control, Intuitive Cracker Level 
2 

Implants: Neurachem 

Gear: Anonymous Account, Ecto, Electronics Tool Kit, Encryption Software, Exploit Software, Facial 
Recognition Software, Firewall Software, Sniffer Software, Spoof Software, Tracking Software, Utilitool 
Armor: 3/4 (Armor Clothing) 


Martian Ranger Captain 

Get out of here, Stalker 
The Martian Ranger Captain is the brutally efficient foe of Smugglers, Stalkers and Guerillas alike. He 
achieved acclaim during several widely publicized crackdowns on TITAN artifact trading in the Martian 
hinterlands. This quickly turned to notoriety after his implication in the massacre of a settlement of 
“infected” Sufis near the border of the Zone. The Ranger Captain despises Mars’ City Militias and 
Consortium goons almost as much as he does the Barsoomian terrorists who infest the outback. He 
dreams of a terraformed Mars, as wild and green as the legendary steppes of his homeland on Earth. If 
he didn’t feel that his work with the Rangers was vital to making this dream a reality, he’d go in storage 
for a century or two, emerging when the process was complete. 
Parties attempting to run the Zone, aid criminals or interfere with terraforming operations will find 
themselves in the Martian Captain’s crosshairs. He is usually accompanied by several subordinate 
Rangers, preferring to lead from the front. His squad will typically engage at extreme range from a 
covered position, picking off targets who stand and fight before chasing down those who flee in their 
prowler. Attempts to root him and his compatriots out are answered by withering barrages of seeker and 
smart artillery fire. 
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Motivations: -Stalkers, -Smugglers, -Barsoomian Movement, +Terraforming 
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Morph: Ruster 

Relevant Skills: Climbing 50, Freerunning 40, Fray 60, Gunnery 40, Hardware: Armorer 30, Hardware: 
Groundcraft 30, Infiltration 40, Interest: Barsoomian Movement 40, Interest: Black Markets 40, Interest: 
Exsurgent Virus 30, Interest: Terraforming 50, Interest: TITAN Quarantine Zone 40, Intimidation 30, 
Investigation 40, Kinetic Weapons 75, Language: Arabic 50, Language: English 50, Language: Russian 80, 
Medicine: Combat Medic 40, Navigation 60, Networking: Criminal 30, Networking: Ecologists 30, 
Networking: Hypercorps 60, Perception 50, Pilot: Aircar 40, Pilot: Groundcraft 50, Profession: Law 
Enforcement 60, Profession: Martian Survival 60, Programming (Nanofabrication) 45, Protocol 30, Seeker 
Weapons 60, Unarmed Combat 50 

Reputation: 80 c-Rep, 60 e-Rep, 60 g-Rep 

Traits: Addiction: MRDR (Minor), Allies (Martian Rangers), Async Familiarity, Information Control; 
Wait, That Was You? 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Enhanced Respiration, Low Pressure 
Tolerance, Grip Pads, Medichines, Oxygen Reserve, Respirocytes, Temperature Tolerance 

Gear: Fabber, Guardian Nanoswarm, MRDR, Tactical Network Software, Specs, Survival Belt 


Weapons: Kinetic Sniper Rifle w/ Accushot Biter Rounds, Underbarrel Seeker w/ HEAP and EMP 
micromissiles, Heavy Pistol w/ Hollow Point Rounds, Shock Gloves 
Armor: 19/20 (Light Helmet, Second Skin, Smart Skin, Heavy Body Armor w/ Chameleon Coating) 


Meth 
I hope you like giving blowjobs you little shit, because you're spending the next century as a 
pleasure pod in a Martian labor camp 
The term “Meth” is pre-fall slang, referring to the fabulously wealthy oligarchs who covertly control the 
majority of the Solar System’s governments and corporations. The Meth is over a century old, and with 
this age comes a contempt for the “little people” who swarm like ants at the feet of this immortal tyrant. 
To her other Transhumans are either material for use in the construction of her empire, or pests to be 
brushed aside. The Meth is unhinged in ways that her psychosurgical modifications don’t treat, behind the 
mask lurks an ego more twisted than the most deranged exhuman. Serious interference with her schemes 
is likely to earn the perpetrator erasure or extensive psychotorture. 
The Meth works great as the controlling hand behind any conspiracy. She will most likely put as many 
layers as possible between herself and the ugly side of her operations, but she is not afraid to get her 
hands dirty, provided she can ensure there won’t be witnesses. Killing the Meth is difficult, thanks to her 
networks of secure backups, and even antagonizing her invites massive retribution from the political, 
military and economic forces at her disposal. 


Speed 
jelo 


Morph: Remade 

Relevant Skills: Academics: Analytic Philosophy 60, Academics: Economics 85, Academics: Psychology 
60, Academics: Xenology 60, Art: Singing (Opera) 70, Beam Weapons 60, Blades 50, Deception 70, Fray 
60, Gunnery 40, Hardware: Armorer 50, Interests: Factors 55, Interests: Inner System Politics 55, 
Interests: Tennis 55, Interests: TITANs 55, Interest: Torture 55, Interfacing 50, Intimidation 65, 
Investigation 55, Kinesics 80, Kinetic Weapons 75, Language: English 75, Language: Japanese 95, 
Language: Polish 85, Language: Urdu 60, Networking: Hypercorp 90, Networking: Media 80, Networking: 
Criminal 70, Perception 65, Persuasion 75, Profession: Black Ops 75, Profession: CEO 75, Profession: 
Regime Engineer 75, Protocol (Hypercorp) 80, Research 50, Seeker Weapons 60, Unarmed Combat 75, 
Copious others as needed 

Reputation: c-rep 95, f-rep 95, g-rep 80 

Traits: Adaptability (Level 2), Brave, Immortality Blues, Mental Disorder: Antisocial Personality 
Disorder, Pain Tolerance (Level 2), Phoenix, Striking Looks (Level 2) 

Implants: Basic Biomods, Basic Mesh Inserts, Bioweave Armor (Light), Circadian Regulation, Clean 
Metabolism, Cortical Stack, Dead Switch, Eelware, Eidetic Memory, Emergency Farcaster, Endocrine 


Control, Enhanced Pheromones, Enhanced Respiration, Enhanced Vision, Hyper Linguist, Math Boost, 
Medichines, Mnemonic Augmentation, Multi-Tasking, Nanophages, Neurachem (Level 1), Reflex Booster, 
Sex Switch, Temperature Tolerance, Toxin Filters, T-Ray Emitter 

Gear: Guardian Angel, Guardian Nanoswarm, Servitor, anything else she wants or needs 


Neanderthal Terrorist 

Who’s the caveman now, cudlip? 
The Neanderthal Terrorist is a staunch anarcho-primitivist, believing everything after agriculture was an 
enormous mistake, one only a cro magnon could make. He uses nano and bioterrorism targeted 
specifically at homosapiens and their synthetic equivalents to start Transhumanity on the long road back to 
hunter-gatherer egalitarianism, where he imagines Homo Neanderthalis will reign supreme. 
Use the Neanderthal Terrorist when you want to throw Sentinels a challenge that they can’t shoot their 
way out of. His nanoviruses and biological agents can turn any habitat into a house of horrors when 
introduced to the right systems, and stopping him will require more ingenuity than firepower. 


: 
fom fs |_|: 
z 


Morph: Neanderthal 

Relevant Skills: Academics: Infectious Disease 45, Beam Weapons 40, Climbing 55, Clubs 50, 
Deception 50, Fray 55, Freerunning 55, Infiltration 45, Interfacing 35 (Forgery 45), Hardware: Habitat 
Systems 45, Infosec 40, Medicine: Gene Therapy 45, Medicine: Nanomedicine 45, Networking: Mercurials 
55, Networking: Criminal 30, Perception 45, Profession: Bioterrorist 45, Profession: Nanoterrorist 40, 
Programming (Nanofabrication) 45, Protocol 40, Scrounging 35, Unarmed Combat 45 

Reputation: 45 e-rep, 20 g-rep, 20 @-rep 

Traits: 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Guardian Nanoswarm, Medichines, 
Nanophages 

Gear: Anonymous Account, Chameleon Cloak, Dazzler, Fabber, General Hive, Maker, Microwave Link, 
White Noise Machine, Wrist Tools 

Weapon: Club, Microwave Agonizer 

Armor: 7/9 (Armor Clothing, Smart Skin, Second Skin) 


